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WARNING: READ BEFORE USING YOUR PLAYSTATION * 5 GAME CONSOLE. 

A very small percentage of individual’s may experience epileptic seizures when exposed to certain lighl 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may induce an 
epileptic seizure in these individuals. Certain conditions may induce previously undetected epileptic 
symptoms ever in persons who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video game - dizziness, altered vision, eye or muscle twitches, 
loss of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is ot the LCD type. Otherwise, il may permanently damage 
your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty, 

HANDLING YOUR PLAYSTATION DISC: 

* This compact disc is intended tor use only with the PlayStation game console. 

* Do nol bend it, crush it or submerge it in liquids 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

* Be sure to take an occasional rest break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case 
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight fines from center to 
outer edge. Never use solvents or abrasive cleaners. 


TABLE OF CONTENTS 


Introduction . . . 2 

Setting Up . 2 

Game Controls . 3 

Control Basics .. 4 

Main Menu . <. 

Game Modes ... . . A 

The Screens .. ](, 

Options .. is 

Saving And Loading Games . 20 

Replays . 21 

High Scores . 21 

Difficulty Levels . 22 

The Tricks . 22 












INTRODUCTION 

championship SUkFER' J M is a surfing game based on a fictional island located 300 kilometers east ol Fiji 
in the middle of the South Pacific. Thousands ol years ago, seismic activity breached the oceanic plate 
here, spewing forth lava that eventually accumulated to form the volcanic atoll that is Waves, the island. 
This process not only led to the lush ilora and fauna that is now present on the island, hut also to its unique 
surfing features. Most significantly, its tack of a continental shelf that would normally dissipate (he ener¬ 
gy of the huge open ocean swells means that it receives some ot the largest surlahle waves in the world. 1 his 
fact, along with its varied array of surf breaks, makes it a Mecca for the hard-core surfers of the world. 


SETTING UP 



Set up your PlayStation™ game console according to the directions in its instruction manual. Make sure 
the power is OFF before inserting or removing a compact disc. Insert the championship hlirkkk disc and 
close the Cl) door. Insert game controllers and turn on the PlayStation game console. The game should 
■start automatic dlv. 
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Memory Card 


A Memory Card (.sold separately) is required to store your saved games and replays. Insert a Memory Card 
into the PlayStation game console injure starting play. |>o not remove a Memory Card while saving or 
loading games: doing so could damage game data. See 'Saving and Loading Games "on page 211. 


GAME CONTROLS 



This manual makes use of the term Fire {X) to indicate the main selection method of your controller and 
Cancel t I Mangle) to indicate the cancellation method ot your controller. Hire confirms choices and moves 
forward in menus. Cancel aborts choices and returns to the previous screen in menus. The delimit controls 
are shown in ihe table below. See the section on customizing controls through the Sellings screen on page 
19 Ibr details on changing these presets. 

Default Controls: 


Directional Buttons.,,, 


. Contwl Sufferf A tlvance fhrmtgh options 
Stand fStd.shiSfhx't 
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Square . 
Triangle 
Circle . 
L2/R2 . 
STAR! 


, , . ASnap 

. Lit melt IFire at tm k pick t ips in Rumble f( iuntel 

. , . .Grab Nail 
, . . .Camera Control 

, . . .Brings up the PAUSE menus, admtees in screens 


CONTROL BASICS 

Controlling Your Surfer 

Surfing in championship supper may seem tricky at first but in no time you’ll find yourself pulling off 
some outrageous moves alter mastering a few basic controls. 

Fuddling 

Your first task is to catch a wave. Padille your board using left and right to steer, and forward and back¬ 
ward to accelerate and decelerate, respectively: When you have picked up enough speed, press the Stand 
button to get up on your board and start surfing! It is not advisable to attempt any turns while standing 
up, as this will more than likely end in a wipeout. Also, watch the Wave Direction Indicator. I his will tell 
you which way the wave is going to break, Lind hence which direction you should be surfing in. 

Surfing 

You can surf by using the same controls that you used for paddling , ., left, right, up and down. Left or 
right turns the hoard in that direction. Up causes your surfer to lean forward, increasing speed, while 
down leans backward, decreasing speed, Surling up and down the wave face keeps your speed up and pre¬ 
vents any premature wipeouts. Your speed is represented by a green Speed Bar at the lop right ol the screen 
in most modes. On a wave that is breaking to the right, using the backward right diagonal allows a Curve 
to he performed, while on a left breaking wave, the backward left diagonal dives a Carve. And that's it! 
These basic controls are all that you need to surf like a beginner. If you star! oil by playing in Beginner 
mode, you may even lind yourself performing some airs as you get near the top of the wave. Bat to get seri¬ 
ous, and to star! scoring a lew more points, we need to add (lie lour action buttons into the mix. Which 
brings us to the next section .... 

i 

Surf Tip; Surf top to bottom smooth ty to keep your speed up. 
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Some Basic Moves 

I he four action Huttons open up a whole new world of point scoring opportunities. These buttons control 
Slashes. Snaps (Surfing term for a very last turn triggered by the surfer twisting his upper body to the left 
or right). Rail Grabs (Stirling term used when a surfer grabs the side of the hoard during a maneuver) and 
Launches, Laeb of these can he used in combination or in sequence with the others, and with the direc¬ 
tional controls, to perform a myriad of tricks. Lets try one. 

II you managed to gel the hang of performing a Carve using the backward diagonals, as detailed in the 
preceding section, it is quite a simple matter to hold down the Grub Rail button to milk a few evlru points 
out of a basic maneuver. Doing this would perform a Grab Rail Carve. Most moves can he compounded 
upon by adding a Grab Kail to them in this fashion. 

Snaps and Slashes are both basic moves that are activated by pressing the appropriate button. These also 
open up a wealth of scoring opportunities. For example, if you hold the Slush button and move counter¬ 
clockwise for a full turn, you will perform a 360, 

The last of the basic controls, the Launch button, is used near the lop of a wave to become airborne. While 
in the air you can perfonumoves as well; for example, a Grab Rail when airborne is known as a Grab Rail 
Air. There are many more moves (or vou to discover — these are detailed mHVTrk^'seclinn on page 
22 , 

Controlling the Camera 

CHAMPIONSHIP sijrpek has six .selectable camera positions from which to view the action, plus a Dynamic 
Camera which selects the viewpoint for you automatically. 

You can cycle backwards and forwards through the six views by using the L2 and R2 buttons on your con¬ 
troller, 

Lament view seven is the Dynamic Camera, which can be enabled or disabled in theTSet tings'’ screen. The 
"Settings” screen is discussed in more detail on page 19. 
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MAIN MENU 

Start Game 

Takes vc m Hi die Game Mode selection screen, where you can begin your quest Ibr dominance ol the waves. 
This option enables you to play all of the available modes: see the “Game Modes 1 section. 

Load Game 

Start from where you left off by choosing this option, See'Saving and l oading Games’on page 20, 

Load Replay 

You can store any desired replays in championship sijkfHk, and this option lets you relive those moments 
of glory. The'* Replays'' sect ion on page 21 tells you more. 

Options 

Lets you modify in-game sellings and change your controller setup. Details are given in"Gptions’Ym page IK, 

Gallery 

Allows you to view High Scores, Movies, and the Credits, See t+ Gallery"mi page 20. 


GAME MOPES 


Championship 

Compete in a surfing tournament that complies with official competition scoring and rules. 

Champio n sit ip Options 
Players 

Here you gel to select the number of human players that surf in the competition— from one to eight. 


Game Difficulty 

There are three skill levels that determine the overall difficulty of the competition. Select from Beginner, 
Amateur or Pro, Selecting Beginner will only allow you to play up to the end of the fourth beach. Amateur 
lets you play until the end of the seventh beach, and Pro lets you play through all the beaches. 
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Heat Time 

f .house the time span available tor Stirling m each heat. Available times are two, three, or five minutes. 

Surfer Selection 

Pick a surler to control. If more than one human is surfing, a multiplayer selection screen is used. Your 
PlayStation fills in the blanks to provide a total of eight sutlers, Refer UTSurfer Selection "on page lb for 
details on selecting surfers. 

Beach Information 

r lliis screen provides a brief overview of the upcoming beach. 

Seeding Ladder 

I he Seeding Ladder shows the draw for the current competition. All eight surfers are shown on the lull. 

f irst Round 

1 he lour pairs ol surfers face oil in the lost round. The w inner of each pairing proceeds to the semi-final. 
Semi finals 

The lour remaining surfc*s4ace off in pairs, with the two winners going into the final. 

Finals 

I he last two surfers light it out lor the 1 (HID points, with thu runner-up getting 5 00, 

Winner! 

The winner of the current beach is shown here, 1000 points happier. 

Surf Check 

I he expected weather conditions lor the days competition are shown here. If playing al Beginner level, 
you can modify the conditions by selecting the Change option. 

Board Selection 

Select a board for your surfer to ride. If you are facing olf against another human player, Lite Multiplayer 
Board selection screen is used. See the section on “Board Selection ’on page 17 for more information. 
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Game 

The seeded surfers lace nil' in pairs, tach heat lasts for the amount of lime set in l he'HealTime* option in 
the Championship Options screen. 

In order to get the highest score, pull oil as many difficult tricks as possible. At the end of the ten waves 
(or when the heat time expires, whichever comes, lirst) the lop three scores from the heal are totaled to give 
you a Final score. 

The surfer with the higher score progresses lo the semi-final. The two winners from the semi-finals then 
meet in the final. At the end of the round, the winner of the final is awarded 1000 points, the runner-up 
50!) points, the other semi-finalists 250, and the rest of the compel ilors have lo make do with 100 points. 

Competition I hen moves on to the other beaches in sequence, until the surler with the highest overall score 
is deemed the champion, and awarded the trophy. 

Note that the competition only continues past the second beach if other beaches have been unlocked.This 
means that if you haven't previously unlocked any beaches in one of the other modes, you will have to win 
each beach as you play in order to unlock it and progress through the competition. 

In the event of a tie. the winner is thesurler who scored highest on the preceding beach. 


Surfer Name,.. . Displays (he mime t>f the current surfer 

lleall inner . . . . ,The time remaining in the current heat 

Wave Timer . .. . . ,7 inn: left before the Hmr times out 

S peed Bar,..,.. . ttw fax ( j v u are going 

Stamina Bar.. . .. . The lower your stamina is, the wore difficult tricks become 

Wave Direction.. Indicates the direction that the nw breaks, either left or right 

Wave Scores. . . . . Your best wares; anti the number of the current n <nr 

Score . . ... Number of points scored on the previous wave 

Beach Name . . . . Shows the name of the current hatch 

Trick Description . . Displays any tricks that you perform 

Pause Screen 

Press START during the game to bring up the Pause screen. 
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Camtinue. . Continue surfing 

Save Replay . .. . replay of the previous sequence 

Settings. .. „ . . . Brings up the Settings screen 


hnd Heat...... h . . . . Ends th e atm m h eat amt moves on to the heat results 

Quit to Main Menu..,,,..,. ....Ends the current game and returns to the Main Mam 


Sort lip: keep surfing smoothly for maximum style points. 


Arcade 


Surf the beaches of Waves Island in this arcade action version of surfing. Pull off high scoring, tricks while 
avoiding obstacles as you strive lo be the best there isl 


Arcade Options 
Players 

I lere you gel to select the number of human players that lake part in the competi tion— from one to eight 


Hon dies 

I his option becomes available il two or more players are enabled in the preceding opt ion. Choose the num¬ 
ber ol heaches on which lo sari. Initially, this ranges from one lo two, hut can increase to as many as len 
beadies if they become unlocked. 


tioino Difficulty 

I here are three skill levels that determine the overall difficulty of the competition. Select from Beginner, 
Amateur or Pm, 

Surfer Selection 

Pick a surfei to control. If more than one human is surfing, a multiplayer selection screen is used. Refer to 
Curler Select ituT'an page lb lor details on selecting surfers. 

Beach Information 

This screen provides a brief overview of the upcoming beach. At the bottom of the screen is the score 
required to progress to the next beach. 
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Surf Check 

The expected weather conditions for lhe day's competition are shown here. If you are playing at Beginner 
level, you can change the conditions by selecting the Change option. 

Itnurd Selection 

Select a hoard for your surfer lo ride. See “Board Select ion 11 on page 17 for detailed information. 

Game 

The objective is to ride each wave, pulling off as many 1 l icks as possible while avoiding obstacles in an 
attempt to score the points required to advance to the next level. 

Every time that you hit an obstacle your surler wipes out. If that obstacle happens to be a mine, your board 
is destroyed and its Game Over! Unlike real life, however, you can opt to retry Lhe level. 

If you manage to pull off enough tricks lo reach the required set ire, then you can progress to the lies I beach. 

Your score is shown at the ho Horn righl of the screen, in yellow. When you have reached the target score 
' for the level, the score changes color to green to indicate your success. Scores in this mode are cumulative; 
so your final score will be the sum of the scores for all lhe beaches that you have contested. 


Surfer Name.. . .„... Displays the name of the current surfer 

1 1 eat ' I imer ............ The time remaining in ih e t urrett f h cut 

Wave Timer,.,. . ... Time left he fore the wave closes out 


S peed Bar...,,. . . . . How fast you are going 

Stamina Bar ..... The tower your stamina is, the more difficult trick v become 


Wave Direction. .. Indicates the direction that the mve breakseither left or right 

Sco re .. Current score. If this is ye! lo w, you n eetl more 

Beach N ame . , . . Shows she name of the current bench 

Tr iek Descr i ption, ... i )i splays any tricks that you perform 
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Obstacles 

Arcade Mode presents you with the challenge of performing tricks while avoiding an array of obstacles. 
Below is a list of those ohs lades. 


Buoy ___ 

Crate,.. 

Barrel . . 

Cameraman.. 

Mine_..... 

Yellow Duclhc 


...... A stock-standard buoy: numerous in number and easy to dodge 

.A remnant from countless first person shooters 

►.A barrel Idled with waste from an unscrupulous chemical company 

. The Cameraman goes lor the best shol of the action, oblivious to all 

■ .Leftovers from the days when submarines patrolled the waves 

. These su rt w i th you Ibr a whi le, mating your surlboa rd less respoasi ve. 


Rumble 

You and a friend duel it oul on the wave face with an array of pickups lo spice up lhe experience. 

Surfer Selection 


Each player takes a (urn selecting a surler using (he Single Player selection screen. This screen is detailed 


on page 16; “Surfer Selection/' 

Gu me 


Rumble mode is designed Ibr two players. Both surfers compete on the same wave at the same time. The 
object oi lhe mode is to obtain the highest score by obliterating your opponent, while avoiding oblitera¬ 
tion yourself. The wave will last for two minutes. 


I n this mode the surfer automatically performs airs, as the 


normal I jiuncti control know used lo launch attacks! 


There are a variety of pickups and obstacles that float across Ibc water to either help or hinder you in your 
quest Ibr supremacy. Running into an attack pickup enables you lo direct it at the other player using the 
aforementioned Launch key. Other pickups have an immediate effect on you, for better or for worse. And 
of course there are obstacles. 
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When fating toward your opponent press the Luundi huihrn n> vent your wrath, If successful, you wall 
earn your sell some valuable points. 

PI ayer N timber ,. . .. .,,1 number for each player; 01 te and two 

I’i me r .......... . . . . 7 tine remani ing 

Surfer Marne ......... .....Displays the f untie of the ear rent surfer 

Sen re.. . . . .. .. Current ,y< ore 

Slain in a Har .. . .. The lower your shmiimi is, (he more difficult (ricks become 

Speed liar . .. .. How fast you ore going 

Knockdowns . .. . . . ...Number of times that ait opponent wipes out 

Pickup .. . . . .. The current item that you're holding, irmly to use 

Scoring 

The scoring in Rumble mode is based on attacking each other. Here are I be points that you will receive Ibr 
each eventuality. 

.1 ■* 

K nock i ng a p I aye r off I he ir hoard . . 200pain ( s 

Attacking o player with any power up . . 50 paints 

Dam age a player by ramming them . 20 points 

Pass a Duckie to another player . . ,..200 points 

Fa 11 i ng off yen ir boa rd . . . . . .,.-20 points 

Pause Screen 

Press START during I he game to bring op the Pause screen. 

Continue. . . , . . . ..^Continue surfing 

Settings. . .. . . . . ... . . , . firings up the Settings screen 

Quit to Main Menu. .. ...... . . Ends the current game and returns to the Main Menu 


? 

i 




? 
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Obstacles amt Pickups 

Here are some of the goodies that 


you may encounter while competing in Rumble Mode. 


Mines; These obstacles explode on contact, 
gC- causing a substantial amount of damage. 



Rubber Duckies: These come in three varieties, 
none of them pleasant. Rubber Duckies jump onto 
your board if you surf too close to them, and have 
the following effects on you; 


Red: These duckies explode if they gel onto your 


■i 


board, doing some nasty damage. 


Green; The green duckies are filled witli poiso- 
^ nous gas. which they release without hesi- 


s 


tat ion. 


Yellow; Yellow duckies surf with you Im 
a while, making your surfboard less 
responsive. 


I ip: Oneea Rubber Duekie jumps onto your hoard, you etui (require points by passing it on to your oppo¬ 
nent. To do this, simply non into your intended victim. 

Attack Pickups 

Use these to inflict damage on the other sutler by pressing Launch when in range. The Attack Pickups 
float at tiie lop of the wave, making it necessary to gel airlmrne to acquire them. 



Slow Down: Attacking another surfer with this 
slows them down to a snails pace, 
enabling you to target them easily with 
more damaging pickups. 

Speed Up: Speeding up another player makes it 
. harder for them to control their board, 
vvV% and it they perform any airs they’re in for 
some serious vertigo. 

Reverse: Let's see your opponent pull off any 
extreme moves when their controls are 
■=* reversed! 


Shrink; Reduces the si/e of the attacked surfer, 
< l * making it realty easy to bully them 

\ * / around. 

* 

Magnet: The attacked surfer suddenly becomes 

t very attractive to the obstacles in the 
r water, especially those Rubber Duckies. 

Lightning: Electricity and water are not a good 
J combination, as anyone struck by this 
/ attack can confirm. 

Nuke: A really big bang is in store for the unlucky 
g recipient of this attack. 


13 










Instant Effect Icons 

Simply surfing over these icons activates (heir strange powers. The Instant li I Vet t Icons ilont at the top of 
the wave, making it necessary to get air home to acquire them. 

lixpand: Looking like a bottle, this instantly increases your size, making it easier to assert your 
# 5®** authority over the other miniscule surfer. 


Shield: This shield protects you from a mine collision, or from one attack hy your opponent. 


invincibility: Collect this pickup arid you will he safe from harm for a short period. 




Trick Attack 

.This mode challenges you to perform a series of tricks. and is the key to unlocking Time Attack. 

Surfer Selection 

Pick a surfer to control. Refer lo“$urfcr Selection ?1 on page 16 for details on selecting snrlers. 

Beach Selection 

This screen is identical to the Beach Tnlormalion screen, except that it allows you to select a beach lo train 
at by moving your controller left or right, Pressing Fire makes the selection. 

Surf Check 

The expected weather conditions tor the days competition are shown here. 

Board Selection 

Select a hoard for your sur fer to ride. See the section on “Board Selection'on page ] 7. 

Game 

The idea of I his mode is to perform the trick listed on the screen in order to prepare lor more serious com¬ 
petition. Refer lo the (rick list on page 22 and you'll soon get the hang of it! 
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Required Trick . . Displays the. trkk that you must perform to advance 

Wave l imer. . . Time left before the wow closes out 

Speed Bar.. . . low fust you are going 

Stamina Bar .. . .The. tower your stamina is, the more difficult tricks become 

Wave Direction . . Indicates the direction that the n-trwc breaks, either left or right 

Beach Name, ..— Shows (he name of the t orrent beach 

' I r ick I >esc r iplion . . / )i splays a tty tricks that you perform 

Free Surf 

No judges, no competition, no problem. 

Surfer Selection 

Pick a surfer to control. Refer to “Surfer Selection''on page 1 6 lor details on selecting surfers. 

Ben eli Selection 

Select a beach to surf al l»y moving you r controller left or right. Pressing Fire makes the selection. 

Surf Check 

The expected weather conditions for the day’s competition are shown here. You can change the conditions 
hy selecting the Change option. 

Board Selection 

Select a hoard for your surfer to ride. See “Board Selection* on page 17 lor detailed information. 

Game 

There are no rules in f ree Sui t, although a score is displayed as you perform tricks. Surf at your own pace 
in your own time. Relax and enjoy the experience! 

Surfer Name . . . Displays the name of the current surfer 

Wave Timer ... .Time left before the hum? closes out 

Speed Bar... .. . How fast you are going 

Stamina Bar.... . ...The lower your stamina is, the more difficult tricks become 
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Length . . . . . .. How tong the hoard is 

Weight .... . . . . How much the hoard weighs 

Speed . .. . . t .„ . How fast the hoard can go 

Res |H mse . .. . . . .. // igh ! r responseve hoards have a higher s urn ing speed 

Fin Size .... . ... Relates to the board's turning speed 

Stability... .. .......// is easier lo stay on a highly stable board 


Sinj^le Player 

Mow your controller left or right to cycle between the available boards. Press the Eire button to select. 


Multiple Players 

In a Multiplayer game, two players can select their boards simultaneously. This works exactly as in the 
Single Player selection. Once both hoards are selected, the Done button may be selected lo continue into 
the game. 


Surf Tip: Read the beach description and the surf check , then pick the right hoard for the conditions. 

Pause Screen 


Press START during the game to bring up the Pause screen. Championship, Rumble, and Time Attack modes 
all have Pause screens that difler from the generic screen presented here. These screens are covered in the sec¬ 
tions on those inodes. 


Continue ...... + , .Continue surfing 

Save Replay ... . .Save a replay of the previous sequence 

Settings . . . . Brings up the. Settings screen 

Quit to Main Menu . Ends she current heat and returns to the Main Menu 

OPTIONS 


From this screen, various aspects of championship surfer can be customized. This works by either mov¬ 
ing your controller left or right, as in volume controls, or by pressing Fire, Available choices are: 

Change Settings . .. .Modify various settings 

Save Settings . Save the current settings 
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Load Settings . ...... Load previously saved settings 

Delete Replay .. Delete a saved replay; see " Delete Replay "below. 

Delete Game . . . , Delete a saved game; see 'Delete Game " below. 


Chance Settings 

Sound Effects . ... ♦ . Adjust the volume of the sound effects 

Music .. . . Adjust the volume ofthe music 


Commeittary .. Adjust the volatile of the in-game commentary 

Dynamic Camera , .,, .. . .Turn on nr off the in-game Dynamic Camera 

Rumble .... . .... This toggles any attached Rumble Controllers 


Controls . .Sec the following section on customizing controls 


Controls 

You can customize any attached controllers here. Press SELECT on the controller Lhal you wish to cus¬ 
tomize. You then have a choice of four preset configurations. Move left or right to cycle through them, then 
press Fire when you are happy with a particular layout. 


Delete Replay 

Select Memory Card 

This screen lists any Memory Cards that arc present in your PlayStation. Highlight one and press l ire. If 
you change your mind about deleting a replay, press Caned instead. 


Delete Kephiy 

Use the controller lo highlight one of the available replay slots and press Eire, You will be asked to con¬ 
firm the deletion by choosing either YfiS or Ho, 


Delete Game 
S elect Memory Card 

This screen lists any Memory Cards that arc present in your PlayStation, Highlight one and press Tire, If 
you change your mind about deleting a game, press Cancel instead. 
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Delete Game 

Use the amt roller to highlighl one t if the available saved game slots and press Fine. You will be asked to 
confirm the deletion by choosing either Yes or No, 

GALLERY 

This is where you can view High Stores, play the surfers Movies and view the Credits for the game. 

View Movies 

Show movies of the surfers. 

View High Scores 

Shows High Scores tor Championship, Arcade, Rnrnhle, and Time Attack modes. 

View Credits 

See who created championship surcim 

.1 1 

SAVING AND LOADING GAME S 

At various points in your surfing campaign, such as after an Arcade level, you have the option to save your 
game. The eight available save slots lake up one block of memory on your Memory Card, This section 
details the procedure lor saving and loading on your PlayStation. 

Saving 

Select Memory Card 

This screen lists any Memory Cards that are present in your PlayStation. Highlight one and press Fire. If 
you change your mind about saving a game, press (.'one el instead. 

Select Save Slot 

Up to eight slots are displayed. Simply choose a slot and press Fire to save to that slot. If you change your 
mind press Cancel. If you select an already occupied slot to .save to, you will be asked lo confirm whether 
or not you wish to overwrite the data already present in that slot. Choose Yes or No with your controller 
and press Fire. I he chosen slot is automatically assigned a title. To accept this title, simply press Fire with 
Gild highlighted. 
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To enter your own title instead, cycle through the last space in the name by moving the controller up and 
down until del is displayed. Pressing Fire with d&l highlighted enables you to delete letters from the title. 
Or you can select the left directional button to delete characters. 

Enter letters by using up or down to cycle through the characters and Fire lo lock a character in. Cycle to 
del and press Fire lo delete a character. Cycle to end then press Fire to complete your name. After hitting 
end your game will be saved, and then you will continue the game where you left oil'. 

Loading 

Select Memory Card 

This screen lists any Memory Cards that are present in your PlayStation, Highlight one and press Fire. If 
you change your mind about loading a game, press Cancel instead. 

Select Saved Game 

Up ti» eight slots are displayed. Simply choose a slot aud press Fire to load that game. Once again, if you 
charge your mind press Cancel. 

REPLAYS 

During a game of championship surfer, it is possible to save a replay al any lime (except in Rumble 
Mode). This option is accessed via the iu-garne Pause screen. Once saved, u replay may lie loaded and viewed 
from the Main Menu. Each saved replay takes up one block on your Memory Card. The system lor loading 
and saving a replay is exactly the same as that for loading and saving a game. 

HIGH SCORES 

Perlorm compel i lively in any mode and you may end up on the hallowed high score table. This maintains 
a list of the best scores and the players who achieved those scores. 

Entering Your Name 

With the controller, use up or down lo cycle through the characters and Fire to lock a character in, Cyele 
lo del and press Fire to delete a character, or you can also select the left directional button to delete char- 
acters. Cycle to Gntl then press Fire to complete your name, 
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Viewing the Scores 

From Gallery on the Main Menu select View High Scores. To. see the scones for the other modes, use left 
or right on your controller to select either the Previous or the Next buttons. When you are finished select 
the Done or Triangle button to return to the Main Menu. 


DIFFICULTY LEVELS 

The difficulty level that you select in championship surfer affects the way that the game behaves in sever¬ 
al ways. You require more points in Arcade mode to progress through the beaches at harder levels, while at 
the same lime luring more obstacles. You are awarded less points for performing trick* at harder levels. You 
may Hud yourself with less time in some situations. In Beginner mode you can automatically perform airs, 
so this mode is ideal to introduce you gently into the experience. Once you get the hang of controlling your 
surfer, switch to Amateur mode, tf you master that. Pro mode is recommended for those that want the ult i¬ 
mate challenge. 


THE TRICKS 

championship SURFER contains a wide variety of realistic surfing moves for you to attempt. This section 
fists them all and tells you how to pull them off Moves are valid for surling left to right across the wave 
anil facing away from the barrel, unless specified otherwise. Moves are reversed for surfing right to left. 


Move Name 


Control Sequence 


Take Off . ...... Stand facing away from the barrel. 

Fade Take Off __ _Stand facing the barrel. 

Late Take Off ... . ..........Stand at the top of the wave. 

Carve.. . ..............Hold back and right diagonal. 

Grab Rail Carve,.,,.....Carve while holding Grab Rail. 

Slash_ _ _ _ _..Hold right then press Slash. 

Grab Rail Slash . . . .... Slash while holding Grab Rail. 

Layback Slash...., ... . .Hold right then press Slash twice. 

Snap....Hold right then press Snap. 

! 
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Air.. 


Launch near the top of the wave, hold right to land nose 

first. 

Grab Rail Air. .. Air while holding Grab Rail in air. 

Staff, _ . ....Hold back for a short period. 

Grab Rail Slall . . .Hold hack for a short period while holding Grab Rail. 

Top Turn .. ..Hold left until facing up the wave, then hold right until 

facing down the wave. 

Grab Rail Top Turn . .. Top Turn while holding Grab Rail. 

Rio .. Face vertically up the wave, hold right and press Snap. 

360 . .Face vertically up the wave, hold left and press Slash, 

Grab Rail 360 .. . ,.,....360 while holding Grab Rail, 

Carving 360 _____ Face vertically np the wave, hold left and hold Snap. 

Grab Rail Carving 360. .Carving 360 while holding Grab Rail. 

Reverse.. . .. . .. Hold rigfit and hold Slash through 360, 

Carving Reverse ..Hold right and hold Snap through 360. 

Grab Rail Carving Reverse ....... ...Carving Reverse while holding Grab Rail. 

Cutback . . ..Top Turn or Carve until facing the break, then hold left and 

press Slash. 

Grab Rail Cutback....... . Cutback while holding Grab Rail during the initial Top Turn 

or Carve. 

Roundhouse Cutback . Top Turn or Carve until facing the break, then hold left and 

press Snap, 

Grab Rail Roundhouse Cutback ..Roundhouse Cutback while holding Grab Rail during the 

initial Top Turn or Carve. 

Tailslide Cutback ....Top Turn or Carve until facing the break, then hold left and 

hold Slash. 

Grab Rail Tailslide Cutback . . Tailslide Cutback while holding Grab Rail during the initial 

Top Turn or Carve. 

Floater.. ...... . . ..Ride the lip of the wave for a short period. 
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Grab Hail Floater_ . _ Floater while holding Grab Rail, 

Barrel . ............................Ride inside the barrel, leave the barrel to complete 

the trick. 

Tailslide..,. .. ........Hold right and hold Slash. 

Alley Oop __ _ launch near the top of the wave, hold left to land nose 

first. 

Grab Rail Alley Oop.....Alley Oop while holding Grab Rail in air. 

360 Air ....Launch near the top of the wave, hold left tor 360 to land 

tail first, then hold left. 

Grab Rail 360 Air . . ..........360 Air while holding Grab Rail. 

360 Air Tailslide ......Launch near the top of the wave, hold left for 360 to land 

tail first, then hold right. 

Grab Rail 360 Air Tailslide. ....... ....360 Air Tailslide while holding Grab Rail in air. 

Air Reverse .........Launch near the top of the wave, hold right for 360 to land 

' tail first, then hold right. 

Grab Rail Air Reverse _ _ ...Air Reverse while holding Grab Rail in air. 

Air Tailslide . . . . .Launch near the top of the wave, hold right for 360' to land 

tail first, then hold left. 

Grab Rail Air Tailslide . .. Air Tailslide while holding Grab Rail in air. 

Fakey Air . .. . . . ... Launch near the lop of the wave, and land tail first 

Grab Rail Fakey Air . .Fakey Air while holding Grab Rail in air. 


Trick Scoring 

Here are the pu inis awarded for each trick with the difficulty level set to Amateur. Von will score 3(1 per¬ 
cent more points at Beginner level mid ten percent less ;iH Pro level. The scores nre nlso dependant on the 
style rating I bat you receive — 100% w ill give you the full score, 50% will give you hall the score and so 
on. Performing tricks higher up on a wave and closer to the pocket will give you more style points. 

The three columns list ihe scores for one. two and three or more repetitions of the same I rick. Note that 
the points awarded for some tricks diminish upon repeated performances of the same trick. 
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Move 

Name 

First 

Time 

Second 

Time 

Third 

Time 

Take Off 

30 

30 

30 

Fade Take Off 

40 

40 

40 

Late Take Off 

100 

100 

100 

Carve 

60 

60 

60 

Grab Rail Carve 

70 

70 

70 

Slash 

90 

90 

90 

Grab Rail Slash 

100 

100 

100 

Layback Slash 

140 

80 

80 

Snap 

120 

60 

60 

Air 

150- 

75 

75 

Stall 

5 

5 

5 

Grab Rail Stall 

10 

10 

10 

Top Turn 

20 

20 

20 

Grab Rail Top Turn 

30 

30 

30 

Rio 

150 

150 

120 

360° 

80 

60 

60 

Carving 360° 

90 

60 

60 

Grab Rail 360° 

90 

70 

70 

Grab Rail Carving 360° 

100 

70 

70 

Cutback 

100 

100 

70 

Grab Rail Cutback 

130 

130 

90 

Roundhouse Cutback 

120 

120 

90 

Grab Raiil Round ho use Cutback 

150 

150 

95 
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Move 

Name 

First 

Time 

Second 

Time 

Third 

Time 

lailslide Cutback 

no 

110 

80 

Grab Rail Tailslide Cutback 

140 

140 

95 

Floater 

150 

75 

75 

Grab Rail Floater 

160 

160 

130 

Barrcj 

750 

400 

250 

Tailslide 

130 

130 

80 

Reverse 

120 

90 

90 

Carving Reverse 

90 

60 

60 

Grab Ra Carving Reverse 

100 

70 

70 

Grab Rail Air 

180 

90 

90 

Alley Oop 

160 

80 

80 

Grab Rail Alley Oop 

190 

95 

95 

360° Air 

210 

105 

105 

Grab Rail 360° Air 

230 

115 

115 

Air Reverse 

220 

110 

110 

Grab Rail Air Reverse 

240 

120 

120 

AirTailsiide 

250 

125 

125 

Grab Rail Air Tailslide 

260 

130 

130 

360" Air Tailslide 

270 

135 

135 

Grab Rail 360° Air Tailslide 

290 

145 

145 

Fakey Air 

170 

85 

85 

Grab Rail Fakey Air 

200 

100 

100 
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Surf Tech 

We hope you CHAMPIONSHIP SURFER/ 
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MATTEL LICENSE AGREEMENT 

SINGLE-USE H PflUDUtTS 

T H IS IS A LEGAL AGRE E MEW I U [1 WE LN YL JI.J \ EJT HER AN I N D IV DlJAI 0 R 
AN ENTITY! AND MATTEL, INC., AND IIS SUBSIDIARIES AND AF'Fll IATF5 
('MATTEL’) THIS AGREEMENT IS GOVERNED BY MIL INTERNAL SUB¬ 
STANTIVE I AWS OF THE STATE OF CALIFORNIA (AND NO I BY THE HARD 
UNITED NAT IONS CONVENTION ON CONTRACTS FOR THE INTERNATION¬ 
AL SALE OF GOODS AS AMENDED). BY USING THF SOFTWARE YOU 
AGREE TG RE BOUND BY I HE TERMS OF THIS ARRFFMEMT. IF YOJ E>0 
NOT AGREE TO THE TERMS OK 1 1 MS AGREEMENT, YOU MAY PROMPTLY 
RETURN THE SOF TWAI IE (INCLUDING PR IN I E D MATF R I A LS) WITH PROOF 
OF PURCHASE TO THE PLACE WHERE II WAS PURCHASED FOR A FULL 
REFUND OF THE AMOUNT PAID. 

MATTEL SOFTWARE LICENSE 

GRANT OF LICENSE This L uense Agreement permits you In use dfh? copy 
of the Mattel software fl:he "Soflwa i e”) on a sing c P ay£talion F " Game 
Console ('Console'). The Software is 'in use' un a Gunwale when it is 
loadec into the -rmbcfeiy nsmnry (i.e , RAM or Cauta) ul llnat Console. 
This License tinea not cnnstilnte a sale and does not authorize a safe d 1 the 
Suit ware or aryl hi no chalet: thereby. All iii’elleojal pioperty (including 
cDpy’igiM. trademark and patent) in the Software, including id I animations, 
a ur! to, 1 1 layes , maps . mus c. pb otagraphs , video , a nd ihxI iineorpo i aled i nt u 
the Software, are owned by Mattel and its supplier and licensees, un: are 
protected by United Slates laws and international treaty provis cns. Mattel 
and its suppliers arid licensors reteiri al rights nut expressly granted. You 
must treat the Software like any other cui^iy Tixl material. You nay Mins¬ 
ter your righis under this Agreement on a permanent basis provided you 
transfer the license granted by lbs AgrewneiiL and the Software and all 
associated pr nlec materials, and yn j retain up copies, and the recipient 
agrees to all of the terms of this Agreement, 

* You may not rent or lease the Software. 

* You may ret mod fy. translate, reverse engineer, decompile, or disasse-i - 
hie ibe Software, except 1o ftie extenl that th s restriction is expressly pro- 
hih ted by applicable few 

* You may not remove any proprietary notices or labels in or on the 
Software. 

* You may nut copy line printed materials accompanying the Software or 
dislribuie printed copies ot any user documentation. 

•You may nut publicly perform pr publicly display the Software, 
in the event you la l to comply with any ol the terms or conditions of lifts 
license, yam rights lo use the Software wi I end, you snail stop using die 
Software. Yon may not export cr reexport IJie Software or any underlying 
information or technology except in fu I compliance with all United Staffs 
and nthe r applicable laws and reputations. 

LIMITED WARRANTY 

LlMjTED WARRANTY, Mattel and its suppliers am: licensors warrant to the 
original installer of the Soflwye, fu? a period of ninety (90) days trom the 
date of purchase, fiat the media pn which l lie Software is distributed is sub¬ 
stantially free from detects in materials and workmanship. ANY AND Ai L 
OTHER IMPLIED WARRANTIES WITH RESPFCT TO THF SOFTWARE AND 


THE ACCOMPANYING WR TTEN MATERIALS, NCLUDING BUT NOT LIM¬ 
ITED TO IMPLIED WARRANTIES OF MERC HAN t ABILITY AND FITNESS 
EOH A PARTICULAR PURPOSE, ARE EXPRESSLY DISCLAIMED. 

REMEDIES. Your exclusive remedy snail be. at Mabel's sole option, (a) I be 
refund of me amouni you paid lor die Software cr (b) repair nr replacement 
of the Software, provided that fe defective Software is returned to Mattel {at 
Mattel Interactive, 2B5Q Barba rt Court, Hebron KY 431)48. Telephone: (SID) 
378-7310) along with proof ot I he date ot purchase within ninety (90) days 
Irom the dale ot purchase, ill is Limited Warranty is void ii lad lire of the 
Software has icon led Irom accident, abuse, neglect pr in'^pplteatiur. Any 
reo noemenl Software wit oe warranted rcr Ibe remainder of lbs original 
warranty per od or thirty (39) days, whichever is longer. Excepl as set forth 
above, the Software is sold 'as - s‘. wilhcut any express or implied war¬ 
ranties of any k nd. 

LIMITATION DF I.IABII ITIFS. N ND EVENT WILL MAT ILL OR IIS SUPPLI¬ 
ERS AND LICENSORS BE LIABLE FOR ANY INDIRECT SPECIAL INCIDEN¬ 
TAL. ECONOMIC. COVER CONSFGUENTIAl , EXEMPLARY OR PUNITIVE 
DAMAGES ARISING OUT OF THE USE OF OR INABILITY TO USE 1 1 IE 
SOFTWARE. USER DOCUMENTATION HR RELATED TECHNICAL SUP¬ 
PORT. INCLUDING. WUHOIII LIMITATION, DAMAGES OR COSTS RELAT¬ 
ING TO THE LOSS OF PROW'S. BUSINESS, GOQDWIi I , DATA UMF OR 
COMPUTER PROGRAMS. EVEN IF ADVISED DF THE POSSWII ITY OF 
SUCH DAMAGFS. IN NO EVENT WILL MATTEL'S AND ITS SUPPLIERS' 
AND LICENSORS' LIABILITY EXCEED THE AMOUNI PAID BY YOU FOR 

I ML SOFTWARE REGARD I ESS OF THE FORM OF I HE CLA M II NO HID¬ 
ING. WITHOUT LIMITATION, ANY CONTRACT PRODUCT LlABlLHY. OR 
TOUT CLAIM). BECAUSE SOME JURISDICTIONS DO NOT ALLOW II IE 
EXCLUSION OH LIMITATION OF I IABIL.ITY FOR CONSEQUENTIAL OR INCI¬ 
DENTAL DAMAGES. IIIE ABOVE LIMITATION MAY NOT APPLY TO YOU. 

MISCELLANEOUS 

Nu change cr mod if! ratten d 1 the License will he valid unless il : s in wr ling 
.iim.! is signed by Matte. The provisions ot this Agreement are severable; il 
any provision is held In be invalid or unenforceable, il sha I nut affect tk 
va iitity or enforceability ui any Dlher provision. If the Software ms acquired 
■:jii1s iris line United Stales, then loca few may apply. 

U S. GOVERNMENT RESTRICTED RIGHTS. The Software and user docu¬ 
mentation is provided wdh RES TRIG I ED RIGHIS AND LIMITED RIGHTS. 
Use duplication, or disclosure by Lie Government is subject to restrictions 
as set lorth in subparagraph (c)(1)(ii) of Hie Rights in Technical Data and 
Computer Software clause al DFARS 252227-7013 or subpa r agraphis (c)[ I ) 
and (2) of the Commercial! Computer Software-- Restricted Rights at 48 CTR 
52 227-19. as appl cable. Mabel. Inc.. 333 Continenial Bou evard E 
Segundo CA. U.SA. 90245. 

TECHNICAL SUPPORT 

II you have any questions nr need technical assistance, please conla:1 us at 
(311)}- 247-3333 (Press 9 tor game products} or 24 hour FAX at (319J'395- 
%00 Yu.j nan also contact us online al our Technical Support E-mail 
Ac : I res.Fi : hel p@tItsuppo 1 1 .cor 1 1 


